
TAKE IT TO THE EDGE. 
CAPCOM EDGE. 


JOIN THE RANKS OF THE WORLD’S GAMING ELITE AND 
EARN CAPCOM EDGE POINTS EVERY TIME YOU BUY THE 
CAPCOM GAMES YOU LOVE. COLLECT MORE POINTS AND 
GET ALL KINDS OF COOL STUFF LIKE T-SHIRTS, WATCHES, 
SUNGLASSES, PORTABLE STEREOS AND OTHER CAPCOM 
EDGE GEAR, DON'T FIGHT IT! JOIN TODAY! 



MEMBERSHIP DETAILS INSIDE. 
CHECK OUT: WWW.CAPCOM.COM 
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WARNINGS Read Before Using Your Sega Orearocast Video Game System 
CAUTION 

Anyone who uses the Sega Dreamcast should read the operating manual for the software and console before operating them, 

A responsible adult should read these manuals together with any minors who will use Ihe Sega Dreamcast before the minor Lises it. 

HEALTH AND EPILEPSY WARNING 

Some small number of people are susceptible to epileptic secures or loss ol consciousness when exposed to certain flashing lights or 
light patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or Joss of 
consciousness may occur even il the person has novel had an epileptic seizure. 

If you or anyone in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor prior 
to using the Sega Dreamcast, 

In all cases, parenls should monitor the use of video games by their children, it any player experiences dizziness, blurred vision, eye or 
muscle twitches, loss ol consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE USE AND 
CONSULT YOUR DOCTOR BEFORE RESUMING PLAY- 

To reduce the possibility of such symptoms, Ihe operator must follow these safety precautions at all times when using 
the Sega Dreamcast. 

• Sit a minimum of 6,5 feet away from the television screen. This should be as far as the length of the controller cable, 

' Do not play if you are tired or have not had much sleep, 

■ Make sure that the room in which you are playing has all the lights on and is well lit. 

■Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neck, arms and fingers so that you can 
continue comfortably playing the game in the future. 

OPERATING PRECAUTIONS 

To prevent personal injury, property damage or malfunclion: 

- Before removing the disc, be sure ft has slopped spinning, 

- The Sega Dreamcast GO-ROM disc is intended for use exclusively on ihe Sega Dreamcast video game system. Do net use this disc in 
anything other than a Sega Dreamcast console, especially not in a CD player. 

■ Do not allow fingerprints or dirt on eilher side of the disc. 

■Avoid bending the disc. Do not touch, smudge or scratch its surface. 

■ Do not modify or enlarge the center hole of the disc or use a disc that is cracked, modified or repaired wilh adhesive tape. 

■ Do not write on or apply anything to either side of the disc. 

■ Store the disc in its original case and do not expose it to high temperature and humidity, 

■ Do not leave Ihe disc in direct sunlight or near a radiator or other source of heal. 

■ Use lens cleaner and a soft dry cloth to clean the disc, wiping gently from the center to the edge. Never use chemicals such as 
benzene and paint thinner to clean the disc. 

PROJECTION TELEVISION WARNING 

Still pictures or images may cause freimanent picture tube damage or mark the phosphor of the CRT. Avoid repeated or extended use 
of video games on large-screen projection televisions. 

SEGA DREAMCAST VIDEO GAME USE 

This GD-ROM can only be used with the Sega Dreamcast video game system. Do not attempt to play this GO-ROM on any other CD 
playerj doing so may damage the headphones and/or speakers. This game is licensed for home play on the Sega Dreamcast video 
game system only. Unauthorized copying, reproduction, rental, or public performance ol this game is a violation of applicable laws. The 
characters and events portrayed in this gome ate purely fictional- Any similarity to other persons, living or dead, is purely coincidental. 




COMTZMTS 


A Special Message from CAPCOM ENTERTAINMENT 

Thank you for selecting MARVEL VS, CAPCOM for your 

Sega Dreamcast. We at CAPCOM ENTERTAINMENT are proud to bring 

you this thrilling new addition to your video game library. 

CAPCOM ENTERTAINMENT, INC, 

475 Oakmead Parkway, Sunnyvale, CA 94066 
© CAPCOM CQ„ LTD, 1999 AU EIGHTS! RESERVED. 

© CAPCOM USA., INC. 1999 ALL RIGHTS RESERVED, 

CAPCOM and the CAPCOM LOGO are registered trademarks of 
CAPCOM CQ„ LTD. MARVEL VS. CAPCOM is a trademark of CAPCOM 
C0„ LTD. Sega, Dreamcast, and the Sega dreamcast logos are 
either registered trademarks or trademarks of Sega Enterprises, Lid. 
The ratings icon is a trademark of Ihe Interactive Digital Software 
Association, MARVEL and all Marvel character names and the distinc¬ 
tive likenesses thereof are trademarks of Marvel Characters, Inc. 
and are used with permission. © 1999 Marvel Characters, Inc. 


CAPCOM EDGE HINT LINE 

Hints are available: 

( 1 - 900 - 976 - 3343 ) 

$.99 per minute for 24-hr, pre-recorded information. 

$1,35 per minute for live Game Counselor assistance. 

From Canada: >900-677-2272 ($1.35 per minute). 

Must be IS years or older, or have parental permission, Game 
Counselors available Monday-Friday 8:30 a.m. - 5:00 p,m. 
Pacific Time, This hint fine supports games produced by 
CAPCOM ENTERTAINMENT, INC. only. No hints will be given on 
our Consumer Service line. You must have a touch-tone 
phone to use this service, 

CAPCOM ON-LINE 

http;//ww w.capcom.tom 

Visit our website to see all the great new CAPCOM products 
or to check out featured games on-line! You cun also e-mail 
us at megamail@capcom.com for help or to find out what's 
new at CAPCOM! 
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SEGA VREAMCAST™ 



DISC DOOR 


POWER BUTTON 

This turns the unit 
ON or OFF. 


CONTROL PORTS 


OPEN BUTTON 

Press to open 
the Oise Door. 


Use these ports to connect the Sega Oreamcast'” Controller or 
other peripheral equipment. From left to right are Control Port A, 
Control Port B, Control Port C, and Control Port D. Use each port 
to connect controllers for players 1 to 4 respectively. 

Note: Purchase additional controllers (sold separately) to play 
with two or more people. 


MARVEL VS. CAPCOM is a 1-to-4 player game. Before turning the Sega 
Oreamcast power ON, connect the Sega Dreamcast Controller(s) or other 
peripheral equipment into the control ports of the Sega Oreamcast. 


STARTING A GAME 


1. Press the Start Button at the title screen. 

2. Choose a game mode (highlighting 
with the D-Button and confirming 
with the A Button.) 

3. Choose a Main Fighter and a Teammate 
for your team (again, highlighting 
with the D-Button and confirming 
with the A Button). 

4. Choose your Guest Character by 
pressing the A Button while 
the roulette wheel spins. 

5. Choose a play mode and speed: 

PLAY MODES 

Manual - Normal control 

Easy - Easily perform special moves 

and Hyper Combos 

SPEED 

Normal - Normal speed 
Turbo - High performance (more 
challenging for expert players) 

4 , 





































CONTROLS (t>efAult) 



SEGA DREAMCAST CONTROLLER 


R Trigger - Heavy Kick (HK) 


l Trigger - Heavy Punch (HP) 


Analog Thumb Pad 


On 3 selection screen or menu, 
highlight a character, stage, 
mode or option 


During play, move your character*: 
t* Vertical jump 
ft Diagonal backward jump 
4" Move backward / upper block 
if Crouch / lower block 
4> crouch 
Crouch 

Move forward 
& Diag ona I for ward jump 
fi When your character is facing right. 
If your character is facing left, 
reverse the lefl/right controls. 


Light Punch (LP) 

- Medium Punch (MP) 

- Medium Kick (MK) 

- Light Kick (LK) 


L + R Triggers - Switch Main Fighter 
and Teammate 
Y + B Buttons - Call in Guest 
Character 


Combine the attack buttons and 
D-Button for Special Attacks. 

See pages 14-15. 


Never touch the Analog Thumb Pad or L/R Triggers while turning 
the Sega Dreamcast power ON. Doing so may disrupt the controller 
initialization procedure and resuEt in malfunction. If the Analog 
Thumb Pad or L/R Triggers are accidentally moved while turning 
the Sega Dreamcast power ON, immediately turn the power OFF 
and then ON again, making sure not to touch the controller. 


ARCADE STICK 


X Button - Light Punch (LP) 



I + C Buttons - Switch Main Fighter and 
Teammate 

Y + B Buttons - Calf in Guest character 


Combine the attack buttons and D-Button 
lor Special Attacks. See pages 14-15. 


NOTES 

* MARVEL VS. CAPCOM is a Ho?4. player game. Connect controllers or other peripheral equipment before turning on 
the Sega Dreamcast. 

* To return to the title screen at any point during game play, simultaneously press and hold the A, B, X, V and Start 
Buttons. This will cause the Sega Dreamcast to soft-reset the software and display the title screen, 

■ For both the controller and Arcade Stick, you can change the default control settings in Option mode, See page 13. 





















































THE ULTIMATE CHALLENGE! 

After the Earth falls under attack by a mysterious 
force, we learn the dangerous foe behind the chaos 
is named "Onslaught." 

The most powerful enemy in history puts 
humankind's very existence to the test. 

All human hopes and dreams are at risk! 

Now the legendary Super Heroes arrive to save 
the planet from Onslaught and his apocalyptic 
scheme. The battle for glory begins... 


GAME RULES 


MATCH PLAY 

Teams of two fighters each battle to win the match. You can switch 
fighters during combat; the resting character gradually recovers vitality 
(in the red bar of the vitality gauge only), 

MATCH LENGTH 

Each match lasts for 99 seconds (default) or untii both players of one 
team completely lose their vitality. You can turn match time ON/OFF 
in Option mode (see page 12). 

WINNING 

During a match, the first team to drop the opponent's vitality to zero 
wins. If time runs out and both teams still have some vitality 
remaining, the team with more vitality wins. With time limit OFF, the 
match lasts until one team wins (by draining the opponent's vitality). 

DRAW GAME 

A draw game occurs when both teams run out of vitality at the same 
time (double K.O.) or when both teams have the same amount of 
vitality left when time's up. 






GAMZ SCUttN 



Hyper Combo Gauge 


Easy Mark 

Bonus 

Message 


Main Fighter's 
Name 

Current Fighter's Picture 
Teammate's 


Guest 


Hyper Combo Level 


Score / Wins 

1 Player game - your current score, 

2 Player games - character's number of wins. 

Time 

Round time countdown; at zero, the round ends. 

Main Fighter's Name 

The team's main fighter. 

Current Fighter's Picture 

Who's fighting now, either the Main Fighter or the 
Teammate Fighter, 

Teammate's Name 

The team's second fighter. 

Guest Character Counter 

The team's Guest Character and number of times 
he/she can enter the battle (see page 18). 

Fighter's Vitality Gauge 

Color bar decreases as character is attacked. At 
zero, the character is K.Q. d and loses the round. 

The red bar gradually recovers while a character is 
resting (the other team player is fighting). 

Easy Mark 

Lets you know when you're in Easy mode. 

Bonus Message 

Records when you perform a super move 
such as Aerial Rave. 

Hyper Combo Level 

The power level available for performing Hyper 
Combos (see page 17), 

Hyper Combo Gauge 

Color bar builds up as you attack. When it's full, 
you can perform Hyper Combos and other 
powerful moves. 




































GAME MOVES 
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ARCADE 1 OR 2 PLAYER(S) 

Fight your team of two against successive 
CPU teams. Defeat all opponents and win 
the game for a surprise ending. You 
can continue after losing by pressing 
the A Button during the countdown. 


VERSUS 2 PLAYERS 

Challenge a buddy to see who's best! 
Choose your fighters, handicap and stage 
before every match. You must connect 
two controllers to play this mode. 


SURVIVAL 1 PLAYER 

Beat as many opponents as possible on 
limited vitality. Your fighter's vitality will 
recover only slightly between matches, 
so try to lose as little as possible. 

No continues. 



TRAINING 1 PLAYER 

Practice your moves. Choose your character 
and sparring partner. During training, press 
the Start Button to open the Training Menu 
and adjust these options: 

Game Speed - Add stars to increase 
speed, 

CPU Difficulty - Add stars to toughen up 
your sparring partner's skill. 

HC Gauge Full - Set ON to keep your 
Hyper Combo Gauge permanently full 
{an <x> mark appears next to your 
HC Gauge). 

Time Limit - Set ON/OFF at your 
preference. 

Life Recovery - Set ON to keep your 
fighter's Vitality Gauge full. 

Guest Character Full - Set ON to keep 
your Guest Character's Counter full 
(an «> symbol replaces the number), 

CROSS FEVER 4 players 

Enter a A Player tag match. The match starts 
after all players choose characters. You can 
select new fighters before each match. 

You must connect four controllers to play 
this mode. 






















OPTtOTsf MOVE 


In Option mode you can adjust various 
game settings. Choose an item with the 
D-Buttons and adjust with 

Difficulty - Add stars to make your 
opponent tougher to beat. 

Time Limit - Set the time limit ON/OFF. 
When ON, a match lasts for 99 counts. 
When OFF, a match continues until one 
team K.O.'s the other. 



Game Speed - Add stars to increase 
the game speed. 

Screen Setup - Adjust the height, width 
and position of the screen display. 

* Y/A Buttons adjust width and shift 
display vertically. 

* B/X Buttons adjust height and shift 
display horizontally. 

* L+R Triggers reset defaults. 

Set Flash to ON to mimic the flashing 
effects of the arcade version. BE SURE 
TO READ THE EPILEPSY WARNING 
ON THE INSIDE FRONT COVER OF THIS 
MANUAL BEFORE SETTING FLASH TO ON* 




Button Config - Reset the button controls. 

* Select the control you want to change and 
press a button for that move. The old and 
new button assignments will switch. 

- For Variable, Guest Character, Aerial Rave 
and Hyper Combo, press the 0-Button <-/-* 
to set punches and kicks. 

You can also reach this menu by pausing 
during a match and selecting BUTTON CONFIG, 

Audio - Choose stereo or mono depending 
on your speakers. 



Sound Test - Preview the game music. D-Button 
changes selection; A Button plays; B Button stops. 

Back Up - Save or load game performance. 

■ Save - Save your performance data to the Visual 
Memory Unit (VMU). Select a Control Port and Socket 
position and press the A Button. To save, you need 
an optional VMU with five free blocks. 

■ Load - Load performance data from the Visual Memory 
Unit (VMU), Select a Control Port and Socket position 
and press the A Button. 

While saving a game file, never turn OFF the Sega 
Dreamcast power, remove the Visual Memory Unit 
(VMU) or disconnect the controller* 

Vibration - Set ON or OFF when using the optional 
Vibration Pack (not available when using the Arcade Stick). 













SPECIAL ATTACKS 


The D-Button controls in this section are for fighters facing right. 
Reverse the left/right controls for fighters facing left. 


PUNCHES 

CONTROLLER 

ARCADE STICK 

Light Punch (LP) 

X Button 

X Button 

Medium Punch (MP) 

Y Button 

Y Button 

Heavy Punch (HP) 

L Trigger 

1 Button 

KICKS 

l ight Kick (LK) 

A Button 

A Button 

Medium Kick (MK) 

B Button 

B Button 

Heavy Kick (HP) 

R Trigger 

C Button 
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Dash 44or 4-4“ rapidly or PPP 

(press 3 punches simultaneously) 

Move faster than a standard walk. 

Super Jump rapidly or KKK 

(press 3 kicks simultaneously) 

jump much higher than a standard jump. During 
a Super Jump you can move right or left and 
perform moves many times. 

Block, Air Block or 4 away from opponent 

Foil opponent's attacks on the ground and in the air. 


Throw, Grab 


Safe Fall / 
Break Away 


Rolling Recovery 


Chain Combo 


Advancing Guard 


Taunt 


Pursuit 


or 4- + MP or MK or HP or HK 
(near an opponent) 

Throw your opponent. Some characters grab the opponent 
instead of throwing. 

When grabbed or thrown, press: 

Any D-Button (except f) + MP or MK or HP or HK 

Escape an opponent's grab or reduce your thrown damage. 

When your character falls or is knocked down, press: 

+ P or K (before landing) 

Roll and quickly stand up to escape your opponent's 
pursuit attacks. 

L, M, H (P or K> 

Press the attacks buttons in order quickly to rapid-hit 
opponent. 

PPP (press 3 punches while blocking) 

Push your opponent back. 

LP + Start Button 

Hassle your opponent verbally 

Perform an additional attack white your opponent Is 
on the ground or knocked up in the air. 


U 

















AERIAL RAVE 
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An Aerial Rave is a successive move 
that knocks an opponent up in the ait, 
catches up with a Super jump, and 
performs a combo while airborne. 

1. First, hit an opponent with an Aerial 
Rave Start Move by pressing LP + IK 
simultaneously. 

2. When the opponent is knocked up 
in the air, perform a Super Jump 
by pressing the 0-Button 

3. When you catch up with the 
opponent, perform a chain combo 
in the air. 

Note: If you playing in Easy mode 
{see page 3), perform an Aerial Rave 
Start Move and Super jump by just 
pressing LP + LK simultaneously. 



HYPER COM VO (HC) 


A Hyper Combo is a D-Button 
move plus two punches or kicks 
simultaneously (see each character's 
Hyper Combos on pages 20-27). 

Hyper Combos deliver extreme 
damage to opponents. A Hyper Combo 
uses a Level 1 Hyper Combo gauge. 

HYPER COMBO GAUGE 

The Hyper Combo gauge builds up 
power with each regular attack. 

When it is full, you can perform Hyper 
Combos and other special moves. You 
can store the gauge up to Level 3, 



Hyper Combo Gauge 
Hyper Combo level 
























VAm ABLE HERO BATTLE 
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Before starting a game, you'll choose two fighters from 15 available 
characters. The first hero you choose is your Main Fighter, and the second is 
your Teammate. Then, you'll choose a Guest Character while the roulette 
wheel spins. During a battle, you can call out your Teammate by performing 
the various moves shown on this page. You can also summon your Guest 
Character with a special command. 

Note: The controls are for characters facing right. Reverse the left/right 
controls for characters facing left. 


Variable Attack HP + HK (simultaneously) 

Your Teammate comes out and attacks the 
opponent. While the Main Fighter is resting, the red 
bar in his/her vitality gauge slowly recovers. 


Variable Counter While blocking, «■*+ + HP + HK 

(simultaneously) 

Together, your Main Fighter and Teammate 
perform a counterattack, using a Level I Hyper 
Combo Gauge. 

Variable Combination + HP + HK (simultaneously) 

Your Teammate performs a powerful 2-on-l Hyper 
Combo, using a Level 2 Hyper Combo Gauge. 1 ' 

Variable Cross + HP + HK (simultaneously) 

Control your Main Fighter and Teammate 
simultaneously for a short while. You can use 
unlimited Hyper Combos during Variable Cross* 

Guest Character MP + MK (simultaneously) 

Your Guest Character appears to assist you.Variable 
attacks are not available white your Guest Character 
is attacking,Your Guest Character is not available 
when the Guest Character Counter is at zero. 

Requires level 2 or higher on the Hyper Combo Gauge. 


CHARACTERS 


The following pages show the Special 
Moves and Hyper Combos for the 
15 fighters selectable when you start 
the game. 

The controls are for characters facing 
right. Reverse the left/right controls 
for characters facing left. 

In Easy mode, you can perform Special 
Moves and Hyper Combos easily by 
pressing the corresponding Punch (P) 
or Kick (K) button rapidly (see the chart 
to the right). 

SAMPLE MOVES CHART 


EASY MODE 
BUTTON COMMANDS 

1 = Medium Punch (MR) 

2 = Heavy Punch (HP) 

3 = Medium Kick (MK) 

4 - Heavy Kick (HK) 


Easy Mode 
Commands 


SPECIAL MOVES 

1 

Shield Slash 

+*■» + p 

2 

Stars & Stripes 

+ p 

-3,4 

Charging Star 

+ + K 

t-fYPEP COAABOS 

1+2 

Final Justice 

+ PP 

3+4 

Hyper Charging Star 

+ il-» + KK 


Hyper Stars & Stripes 

-»+il + PP 




Special 

Moves 


Hyper 

Combos 


These sample moves are used for Captain America only. See each character's 
page for specific character moves. 
























CAPTAIN AMERICA 

The legendary star-spangled Avenger 
fights for American ideals! 


1 SPECIAL MOVES 

1 

Shield Slash 

+ p 

2 

Stars & Stripes 

+ P 

3,4 

Charging Star 

4<a-> + K 

I HYPER COAABOS 

1+2 

Final justice 

+ pp 

3+4 

Hyper Charging Star 

+ + KK 


Hyper Stars & Stripes 

+ PR 
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RYU 

The legendary street fighter seeks the true way of 
the warrior Can he ultimately master the Fireball? 


SPECIAL Amoves 

1 

Fireball 

.+ p 

2 

Dragon Punch 

+> 

3,4 

Hurricane Kkk 

+ K 

PYPPP COAABOS 

1+2 

Shinku Hadoken 

+ + PP 

3 + 4 

Shinku Tastumaki 
Senpukyaku 

+ KK _ 


Mode Change 

+ P 



SPIDER-MAN 

Gifted with a spider's strength and speed, Spider-Man 
Is a web-slinging, wall-crawling crime fighter 


SPECIAL- MOVES 


1 

Web Ball 

+ p 

2 

Spider String 

■*+:» +P 

3 

Web Swing 

'but* + K 

4 

Web Throw 

+ p 

hvper co/vieoe 


1 + 2 

Maximum Spider 

+ pp 

3 + 4 

Crawler Assault 

+ KK 


Ultimate Web Throw 

+ KK 

CAPTAIN COMMANDO 

.Qj 


The supreme hero of the CAPCOM world, he's 
the peacekeeper of the Solar System along 
with his three buddies. 


1 special amoves 

1 

Captain Fire 

+ SJ-* + P 

2 

Captain Corridor 

+ p 

3 

Captain Kick 

’ +SI* + K 


Commando Strike 

4>l£4- + K 

1 i-fVPER CO/MBOS 

1+2 

Captain Sword 

+ + PP 

3+4 

Captain Storm 

+ + KK 














































































HULK 

A rampaging man-monster with incredible strength, 
Hulk will smash all who oppose him. 


GPEOtAL /HOVES 

1 

Gamma Tornado 

«■ + p 

2 

Gamma Siam 

+ p 

3 

Gamma Charge 

4- (charge) ■* + P 

4 

Gamma Charge (Anti Air) 

4 1 (charge) + K 


1+2 

Gamma Wave 

♦ bl-» + PP 

3+4 

Gamma Crush 

♦fc* + PP 


Gamma Quake 

♦ * KK 
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CHUN-L! 

An Interpol investigator whose martial 
arts are nothing less than spectular! 


| GPGCtAL /vTOI/EjS 

1 

Ktkouken 

P 

2 

Tenshokyaku 

♦♦SI + K 

3 

Hyakuretsukyaku 

K (rapidly) 

r 

Senensyu 

♦bi*k«- + K 

mine? coAneoe 

1+2 

Kikoushou 

♦bl* + PP 

3+4 

Senretsukyaku 

♦¥♦ ♦ KK 


Shichisei Senkukyaku 

* KK (in air) 



WOLVERINE 

A hero with animal instinct and samurai spirit! 
He shreds evil with his Adamantium daws. 


SPECIAL MOVES 

1 

Berserker Barrage 

+ p 

2 

Tornado Claw 

♦♦ii + p 

3 , 4 ; 

Berserker Slash 

p 


Drill Claw 

Any D-button + MP + i.K 

COM0QQ 

1+2 

Weapon X 

♦ ♦bl PP 

3+4 

Fatal Claw 

♦♦bl + KK 


Berserker Barrage X 

♦ bl-* + PP 
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ZANGIEF 

The King of Russian wrestling. Pure power 
with a body of steel! 


SPECIAL MOVES 

1 

Screw Pile Driver 

360 turn + P (near foe) 

2 

Double Lariat 

PPP or KKK 

3 

Flying Power Bomb 

+ K 

4 

Banishing Flat 

♦♦bi + P 

EJYPEP COMBOS 

1+2 1 

Final Atomic Buster 

360 turn + PP 


Iron Body 

«-«♦ + K 




















































































GAMBIT 

A mysterious card-throwing mutant. Gambit energizes 
whatever he touches, with explosive results! 


SPECIAL AAOVE S 

1 

Kinetic Card 

+ p 

2 

Trick Card 

+ P 

3 

Cajun Slash 

■*4^ + P 

4 

Cajun Strike 

4* (charge) + P or K 

UYPEP CO/WBOS 

1+2 

Royal Flash 

*** + pp 

3+4 

Cajun Explosion 

or + KK 




His weapon of choice is the humanoid Blodia. 

He journeys through the ocean of space, following 
in his father's footsteps. 


p\pep combos 


1+2 

3+4 


Blodia Punch 
Blodia Vulcan 
Saotome Cyclone 


1 SPECIAL MOVES 

1 

Saotome Typhoon 

& (charge) + P 

2 

Saotome Dynamite 

4 (charge) ^ + P 

3 

Saotome Crash 

+ K 



WAR MACHINE 

A warrior outfitted in hi-tech armor, War Machine 
defeats his opponents with a powerful array 
of weapons. 


| special /MOVES 

1,2 

Shoulder Cannon 

+ p 

3 

Repulser Blast 

+ K 

4 

Smart Bomb 

MP + LK 

hTrPE& COAA&GS 

1+2 

Proton Cannon 

+ PP 

3+4 

War Destroyer 

+ KK 

L---—- mm 


MORRIGAN 


A Succubus living in eternity, Morrigan yearns to 
become '"Queen of the Night" to rule the Dark World. 


SPECIAL A40VOQ 

i 

Soul Fist 

4- (charge) + P 

2 

Shadow Blade 

4 (charge) ^ + P 


Vector Drain 

~>*i4kr¥ + K 


Shell Pierce 

4 + HK (while jumping) 

LtYPEP COMBOS 

1+2 

Soul Eraser 

4^-* + pp 

3+4 

Silhouette Blade 

">4^ + pp 


Darkness Illusion 

4*1-* 4 KK 







































































VENOM 

An alien symbiote inhabiting the body of a man. 
Venom is a sinister double threat. 


1 SPECIAL MOVES 

1 

Venom Fang 

+ p 

2 

Web Throw 

+ p 

3,4 

Venom Rush 

♦ a* + K 

1 T-TYTE& COAABOS 

1+2 

Venom Web 

♦ a-* + PP 

3+4 

Death Site 

+ KK 



MEGAMAN 

Or. Light's creation is the Robot of Justice. He 
summons his support robots to fight evil! 


SPECIAL MOVES. 

1 

Mega Uppercut 

+ p 

2 

Mega Duster 

HP (chargeable) 

3, 4 

item Attack 

+ P 

3,4 

Item Change 

+ K 

f-TVLER COMBOS 

1+2 

Hyper Megaman 

+ PP 

3+4 

Rush Drill 

♦SHK + KK 


Beat Plane 

+ KK + any button 



STRIDE R HI RYU 

The strongest of the ninja Striders, his sword Sipher 
cuts off darkness! 


Arne No Murakumo 


Gram 

Vajla 

Formation A 


»it-» rp 

+ P or K 
+ K 
+ p 


1 + 2 
3+4 


Ragnalok 

Legion 

Ouroboros 


+ PP 


+ + KK 
+ + PP 


mvpo 2 co/neoe 


SPECIAL MOVES 


























































TAKE IT TO THE EDGE. CAPCOM EDGE. 

COLLECT CAPCOIVI EDGE PROOF-OF-PURCHASE POINTS 
EVERY TIME YOU BUY ANY SPECIALLY MARKED CAPCOM 
GAME TO EARN AMAZING GEAR LIKE SHIRTS* GAMES OR 
EVEN A PORTABLE CD PLAYER I PLUS YOU'LL BE ABLE TO 
WIN QUARTERLY SWEEPSTAKES WITH KILLER PRIZES - LIKE 
YOUR OWN SIGNATURE SIZE ARCADE MACHINE. 

DONT FIGHT IT! SIGN UP TODAY 

JUST COMPLETE THIS ENTRY FORM OR SEND A 3x5 CARD WITH 
YOUR NAME, ADDRESS PHONE NUMBER AND DATE OF BIRTH. 

AND PARENT'S SIGNATURE (IF UNDER IS) TO: 

CAPCOM EDGE 475 OAKMEAD FARKWAY, SUNNYVALE, CA £4066 

Olfer veltd to Ttti/Etf). Maximum 2 awards por narnv and/or jiddrass, To dakn (wtos sriiid a 

pfljfe n*?*rt^*f0Ci tefiik, Etlgt w Figfttera Edga (mboT-oI purchase pofinls (or anginal life 

coda) and sfilj>fni;g and tiandliaq iMSJjCnpcwn Sr 4 ar,nlnjncnt (sea Lvvrw.Mpwm.t gm ter osn^tolis dpktj. 
Aw.ird md«h4rtcii!a> la sutijccr id rtJMjjS cute tutifeci io availability uttile suppty lasts, fr’tow to-fZ weeks lor 
daHvery. Items reurji be shipped sepanHety. lEMra porctE an ordors will no! be telw^dKt. Paim! cann# ba 
Losi’iJMted or Kk) to anoibiy oarty tor use For dty other paipose. Capocn Edge points earner t» redeemed 
(Orcjijh. Capra* EnMnaaimenl aiay cafteel, resciid ot axuend dii* etrar al any lime. Painls ane aunlecL to 
verdteabon. Obiyanamal Copoom Edge orRalshm Edpo pftiat o! purchase pai^ss or origlMtURC tofM* res 
yntkt Irdfh rfitafl packages or Irarti authorised Capco.'ft Edge or Fighrlera Edge certilrcateff, No reproductions 
sawed. Hc*its valid «ity wee per owns purchase per person. The CajKom Edge program 13 vaRtf only with 
tiirfeni Casaifii and Figlihs-a Edge games. Those unde* age 18 must have parent or guardian signature to 
partfaparte. TTwChjk*™ Gdjja jiros'SHn ia operated dy Capoem Entertainment end is open to nttWtrtls o! M 
United Sintra irtd Canada esidudiitg qouboc. rrauduterfi daimsieBI be voided. Pmor *1 maitlng does not 
constitute preoJ ot dollvery. Cepcotn is not responsrwu to* loti, incomplete, dam^god ot iilc^bte daJin tenjis. 
CeflrfwrJ ruin'. 4 tectimmendod lot ta<Has. S*eapstakes wtmefs wit ce delermrhed in a random drawing from 
registered Capcom Edge mwrftera. No purchase necessary. Odds o' wnang dep&nd on rtoftf™* of 
csgiitenjdl Cftpcwft Edge mtsmwrs. Sony CotjpuW On to Haiti we id Amarita, Ninleidp o! Amer ea and Sega 
of America: am at mo way atfliartes with Oils program. Employees of Capcwn EM&riflinincnt. its ojrmcktS. 

•ft rxrom and lopir ImmedDn* Eimity fnflmbtKSt arvi net eigiUfa Jor this ofler. All daciOrts ot C^poom 
&He*iainmefit on afl readers reaabng to Ihis pr-wr-abon am Final, fteripianls agrw IhSl awards am presented 
on the tontJdtgn Cspcom Enteq^alnment, Sony Comptrier Eoteaiainme.it America, Nintendo cf Amertca, bapa 
dF America. Itralr adft'ates, subsMtar-es, dvrsiens or ratal W ownpankra. rinwo no liability wha&iOcvc'. (dr nrty 
da.-nogi"-, injuricis, tossos or ojtpcmsias ot arty k-T'id resuilkig Irom aocapjflnce, jxjeaeaaton or use ol ibe award. 
Award recipient ia raspwisibte lor any arid ail Fedefal, aale and local (turns iF r^gessory. Oflftr is orty good ti 
United Simps and Cmwida ojo-lsdirag Cucipc. Void where prchibiled by law. Olhar restrictions may apply. Ail 
enters mus( be poatmarded by JSJIjtW. 


0 W£CH 00, LtO. 1»9L S CftPOW USA. INC. 1999. ALL 05HITS 
RESERVED. CAfoOM arP die CtfC0«.LJOtX> am Bgttnemo traesmeds of 
CfiPCOU 00.. LTD. CAPCM EDCE -sa LBasmnrk V CAROM 00 H LTC. 


SWRCOM 


www,ca pcom.com 


CREDITS \ 

Maistal Design: teshaw Ink A Image; Llarketing: Tpdd Thorson, Sean fctylett v 
Robert Johnson; Create Servces: Jenailcr DenMlle aref Marioii Clifford: Pack' v \ 
355 Design: MiChi Morita and Jamie Gibsen; T^nstdion: ft/li-sayuki Fukumnto; v . 
PR: Melinda Moifgellifzzo, Man Atwood aM Carrie Msgenhy: Special thanks to: 

Teen Shiran, Mi<i Takano, Sill Gardner, Robert tindseii. Mate Melvin V/illiams, 
^Robison, Kattr> r Schoba^L Kaciir/ Lange and Mark Gatameau. 

MAY LIMITED WARRANTY 

CAPCOM SNTErmrJMENT, INC. $mtm ™rurit$ to liif ut;.gifta1 coroner 
lhat Ihis Sega Dreamsast GD-ROM ("GD'ROM") tram CAPCOM shalF be free 
from de'ecte jbj material artf ivdrknnns^j? lor a period uf 90 ctjiys tram date ol 
SLirctetse. if a delect covered by ths vfairanty occues doting ftfc SO-day rarian- 
iy period, CAPCOM dll repLira the GD-ROM tree nl cliatge. 

Jo receive Ihis wananty prince; 

1 . Moldy the CAPCOM Consumer Service Department ot the problem requiring 
warranty service tty caffitig (409) 774“0400. Oirr Consumer Service Depart¬ 
ment is in operatic^ Iram 3:30 g.m. ip 5 ;(XJ p.m. PscificTime, Mortfey through 
Friday. 

2. It the CAPCOM service technician is tinabfe to solve ’.he problem by phone, 
lia&he will instruct you to relum the prlire GD-RDM to CAPCOM freight pre¬ 
paid at yotif awn risk of damage or delivery. We recotrimend sending your 
GD-ROM certified ml Ptease mludeyonr sales slip or Similar prapl-qf-pur- 
chase within the 90-dav warranty period to: 

CAPCOM 

Consumer Service Department! 

47$ Qgkmeed Pa. 1 n.ttiy 
Sunnyva:*, CA&IC® 

This wafranty shall not apply it toe GD-ROM m been damaged by negligence, 
occicfent, unr^tsotrahty U$e, mpdiUcatiOn. lathering or by Other causes unrelat¬ 
ed to the defective materials or workmanship. 

REPAIRS AFTER EXPIRATION OF WARRANTY 

if Ihe GD-ROM develops a problem after the. 90-ctoy wjnanty (sriod, you may 
contact toe CAPCOM Consumer Service Departmental the phone number noted 
previously. If ibe CAPCOM service technician is unable :n M tlte prphfeir. Ity 
phone, hje/shG may instruct you lo return the dateedva GD-RCW4 to CAPCOM 
freight prepaid at yuur own risk of damage or delivery, enclosing a clicck or 
money Tor S2O.Q0 (U.S, luricls onty) payahle to CAPCOM. Vk racammenrl send¬ 
ing your GD-AOM certiilKl ifi& CAPCOM w»t replace llw GD-RQM, SLib|ecl to 
the condife^s above, if reptac®nent GD-ROMs are not available, Ihe tielBcIrve 
yradnctwilJ be relumed tnypu and the $20.00 iiaymefit refurxtcd. 

V/ARRAMTYLIMITATIDNS 

ANY APPLICABLE IMPLIED WARRANTfES, INCLUDING WAR¬ 
RANTEES DF MERCHANTABILITY AND FITNESS FDR A PARTICULAR 
PURPOSE, ARE HERESY LIMITED TO NINETY (90) DAYS FROM THE 
DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET 
FORTH HEREIN. IN NO EVENT SHALL CAPCOM BE LIABLE FOR CON- 




MARVEL VS. CAPCOM 
lPTS. 


MARVEL VS. CAPCOM 
PTS- 

~wmm 

SEOUEHTIAL OR INCIDENTAL\ 

DAMAGES RESULTING FROM THE' 

BREACH OF ANY EXPRESS OR IMPLIED \ 

WARRANTIES, \ 

The provisions of Ihis warranty are valid in 1hre\ 
umied Stales and Caned a only. Some slates and\ 
provinces do not allow limitations on how fong an\ 
implied warranty tosto or exciutoons of consequential or \ 
incidental damages, so Ihe above limitations and eHCltt-\ 
sions may not apply lo you. Tins warranty gives you spccilic\ 
legal xighls, and you may have other rights, which vary, Irom \ 
stale to state or province lo province. ' 


ESRB BATIKS 

This product has been rated by Use Entertainment Software Rating 
board. For information about Ihe ESRB rating, or to commenl about 
the appropriateness pi the rating, please contort the ESRB al 1-800* 
771-3772. 

Sega is registered in Ibe US Patenl and Trademark Oil ice. Sega 
Dreamca$L Ihe Dreamca&t Swirl, are trademarks ol SEGA. Sega ol 
America, P.Q. Bdx 7639. San Francisco, CA 94120, Ail Rights 
Reserved. Programmed in Japan. Made and printed In the 
USA.WARNING: Operates amy with NTSC lelevisions and Sega 
Orenmea&t systems purchased in North and Soulh America jescepl 
Argentina. Paraguay and Uruguay).Will no! operate with any other 
televisions or Sega DreAmeast systems, Prodncl covered under one 
or moFe ol Ihe following H.S. Patents; 5,460,374; 5,525,770; 
5.627,605; 5,666,173: 4,442.460. 4.454.594; 4,462.076; Re 
35,839; Japanese Palcnl No, 2670538, (Patents pend' ; .. rf* 
ing in U.S, and Other counlries); Canada Patent No. \ —— 

1,183,276. The raliags icon is a trademark of the Inter' 
active Digital Software Assooiaticn. 




















